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The King's Crypt 

Welcome to the King's Crypt, a single encounter adjustable to suit any level of party, though 
recommended for mid-level characters. In this room, there are several elements for the party to be 
considerate of, including environmental factors, special effects on a time cycle and even an exit 
condition. Discovering all of these elements should make the need to pass through this room quickly 
all the more pressing for your players. This is not a difficult room to complete, but they will need to 
approach it with haste if they are to survive. 

This can be treated as a standalone throwaway encounter, or as the beginning to a new 
adventure. Who was the king who takes his rest here? What happened to his men and his people? Is 
there a way to remove the curse that holds them all here? Who killed him and what did they do with 
that victory? 

Background 

The players stumble across the burial site of an old king, one whose army was fiercely loyal 
to him. Though his tomb is in disrepair, their love is no different now than on the day they died 
defending him in some long-forgotten massacre. As the PC's deign to desecrate the final resting 
place of their lord, the souls of his men take great umbrage and attempt to bring the living to join 
them eternally. 

Stage 1 

As the players enter the room, read or paraphrase the following: 

"You step into a cavernous room, lavishly carved yet crumbling. The care that has gone into 
the design of the art on the walls speaks to the passion with which it was constructed, murals 
depicting great battles with several heroes shining to the fore. There are no carvings left that 
identify the patrons of this hall, however, as the room is in danger of collapsing entirely. As you look 
back, across the archway, in large, deeply engraved script, reads the phrase 'Only the King may 
command the Army'. 

Looking across the room you see numerous corridors of stone, leading across the yawning 
pit below. The pathways heading to the central plinth have begun to collapse already, leaving even 
fewer places to step as you cross. Atop the altar in the middle of the room, you see a faintly glowing 
object, wisps of green energy emanating from it. At the far end is a delicately carved statue of a regal 
looking figure, unnaturally pristine while surrounded by so much rubble. 

There is no smell of rot in the room, though a few loose bones can be seen scattered 
around. No sooner do you set foot in this great hall than countless souls erupt in anger, swirling 
around the room relentlessly. They give off a sickly green glow and each time they pass through you, 
you feel the pain of death eating away at your body." 

At this point, have your players roll initiative. The order is not so important as this is not a 
combat encounter, but it will help mark the passage of time. If they believe this to be a combat 
encounter, however, it may add some extra pressure on them to solve the room even faster. At the 
top of every round, each living creature takes 1 point of necrotic damage per character level. If a 
creature does not have levels, use its hit die instead. It should be noted that these ghosts cannot be 
killed, however if you want to grant your players the satisfaction of getting revenge, treat them as 
having 12 AC and 16 hit points with resistance to all non-magical damage. Regardless of how many 
are killed, the numbers never seem to dwindle and the damage they take never abates. 
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At the same time, the second element of the environmental dangers will begin. Roll ld4+l 
as a timer. When the timer reaches 0, every living creature is knocked 10 ft. in a straight line away 
from the Dead King's Crown (the item in the centre of the room). Any creature holding the crown is 
immune to this effect. Any person close enough with a passive perception of at least 14 can notice a 
swell of energy from the crown, giving them a warning of one turn before it pulses. Anyone holding 
the crown can detect this automatically. 

As they progress to the walkways, they can see the floor beneath them falls 20 ft. down onto 
worked stone. Any creature that falls to the bottom takes 2d6 bludgeoning damage and is knocked 
prone, ending their turn. There is a pile of rubble at the edge near the entrance way that will allow 
any that fall to climb back up to meet the others. The rubble is considered difficult terrain. 

If they choose to jump, follow the rules for jumping as described in the Players Handbook. If 
they choose to take the narrow walkway, it counts as difficult terrain and they must succeed a DC 15 
Dexterity (Acrobatics) check or fall to the ground below. 

Stage 2 

As they reach the centre of the room, read or paraphrase the following: 

"As you reach the centre of this crypt, you can see now that the glowing item on the altar is 
in fact a crown, emitting a green ethereal light, not entirely of this plane, yet not entirely out of it 
either. As you approach the altar, the ghostly guardians of this hall focus their eyeless sockets on 
you, their hatred becoming even more palpable." 

If any of the players pick up the crown, a pulse emanates from it, sending all other creatures 
back 10 ft. in a straight line. This also resets the timer. From this point forward, the timer now 
becomes ld4-l. If you roll a 1 giving a total of 0, the pulse happens again on the very next turn. In 
addition, the necrotic damage taken at the start of every turn now increases to 2 points per 
character level as the ghost's rage intensifies and they attack more viciously. 

When they make it to the other side of the crypt, read or paraphrase the following: 

"The statue now looms above you, at least 25 ft. tall. At its feet is a small raised portion of 
black stone, in stark contrast to the bronze of the statue itself. On it you see a faint circle, roughly 
the size of a human head. 

Behind the statue you see a tunnel travelling further in, though in front of it shimmers a wall 
of pale green energy, slowly swirling." _ 

Once they reach the statue, if they took the crown, they are presented with a choice. There 
is a small stone altar at the feet of the statue where the crown can be placed. If they do this, the 
ghostly army stops, and they take no more damage. In addition, the wall of necrotic energy covering 
the exit dims and they take no damage for passing through it. 

If they choose to keep the crown, as the person holding the crown gets within 5 ft. of the 
wall, the energy dims. While the person holding the crown is standing in the wall of energy, any 
creature can pass through without damage. If the person holding the crown is not standing in the 
wall when another creature passes through it, that creature takes 3dl2 necrotic damage and passes 
through to the other side. 

If they never took the crown in the first place, each creature takes 2d6 necrotic energy as 
they pass through the wall. 

Once they pass through the wall, the encounter is over and they take no more damage from 
the ghosts. 
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Treasure 

The players may choose to keep the crown. If they do, they find themselves in possession of 
a strong magical item, as described below. 

Dead King's Crown 

Wondrous Item, rare (requires attunement) 

This spectral crown always emanates a sickly green glow. 

You gain the following benefits while wearing it: 

• this helm grants the wearer+1 AC 

• You can cast the Command spell 3 times per day (save DC 18). If you use the crown to cast 
Command on an undead with an Intelligence of 4 or higher, they roll with disadvantage. 
Undead with Intelligence with 3 or lower automatically fail. 

Call for Aid. As an action, you can call on the army that is beholden to the crown to support you. For 
ldlO rounds, all creatures that you choose within 60 ft. take 3d6 necrotic damage at the beginning 
of your turn. You can end this effect as a bonus action. Once the effect ends, the ghosts take the 
crown from you, dealing you 3dl2 necrotic damage in the process, and return to the crypt of their 
king. 

https://www.dndbeyond.com/magic-items/1544941-dead-kings-crown 
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